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Imk Stery CMfaii 

Young Explorer offers amazing journeys through time and space to very young gamers. From a 
fantasy island to an high tech space station, the young player freely explore open worlds. They are 
all linked together by a story line involving the Professor Pym and his inventions. 

The concept is pretty simple, the "young adventurer" is traveling alongside the Professor and his 
wife, Marie. The problem is that each time they reach a new destination, a problem occurs and 
most of the time Pym and Marie are working on the ship and ouryoung explorer is on his/her way 
to discover the areas and gather some information. 

Nota bene : Professor Pym and Marie appeared in a former mobile game published by Naoplay 
studio which I happened to be a co-founder. Even if the story didn't end up as expected for the 
studio, I kept a strong link to the characters we had invented at that time. If we didn't need much 
of a storyline then I take the opportunity to give it to them with this MOOC. 
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Hupr Clurpefcirs 

^ They are the characters played by the players. 

Scout, the "Young Explorer" 

a This is the character played by the child gamer. First thing for this child 

is to design this character thanks to an editor. The character can be a 
young girl or a young boy. If the design can then change from one 
player to another, the global design is Pixaresque and should allow to 
create a character looking very closely to Russel, the young enthusiast 
explorer from the movie Up! by Pixar [illustration on the left]. 


Beyond the look the character is also enthusiast and ready for adventure. In his/her lines, the 
character is always optimistic and eager to help. He/She is never worried about the fact the 
Professor's machine is nearly never reaching the expected target in time and space, or that the 
same machine generally breaks once arrived at destination ; every new destination reached is a 
new place to explore and find adventure! 


Though he/she is not a unconscious and will refuse to do something dangerous until every 
preparation has been made to ensure the success of the action. 

The character goes by the nickname "Scout" which he/she uses when introducing to other 
characters. 

If he/she seems really close to Professor Pym and Marie, the nature of their relationship is not 
explicated in the game. 


Professor Pym and Marie 

Both characters can be played (one at a time) by a parent joining the child in-game or following a 
specific parent-dedicated gameplay. As this gameplay is not really related to the storyline of the 
characters, it is described in the following section regarding NPC (Non-Player Characters). 
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These are characters in the game that the player doesn't control. As the targeted platforms for 
Young Explorer are Xbox ONE or Playstation 4, the rendering expected is " pixaresque 3D" but the 
following concept art already give a good idea of the general look. 

Professor Pym 

Professor Pym is a time and space explorer. A genius for sure, but like 
Doctor Who or Doc Emmett Brown, his notorious colleagues in the time & 
space exploration, he is also quite a wacky character! 

His Exploration Ship has a really messy appearance and 
some might think twice before stepping inside. Well at 
least, when the Ship is not already dispersed in several 
piece yet to be retrieved by Scout... 

But Pym is sure that this time, the next journey won't end up in a crash! 
Fingers crossed ... 

Marie 

Like our (playable) hero, Marie is traveling with the Professor Pym. She met 
him a long time ago when the professor visited her steampunk world and 
helped her to save her city from a toxic fog (see Professor Pym and the 
Secret of Steam on iOS). They became lovers afterwards. 

Marie is also a scientist and Pym does listen to her suggestions when she has 
some as they are always good ones. 

Marie is also more interested by the fauna and flora exploration of the 
lands. She is often asking Scout for help in collecting plants and specimens 



Other characters 

Along their adventures, our heroes encounter several 
characters. As the game is dedicated to very young children, 
their storyline are synthetic and they ask Scout for assistance 
with simple quests to follow. 
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Young Explorer is all about exploring new places in time and space. The idea is to start the game 
with two or three zones available and then to continue the adventure through DLC bringing new 
areas to explore. 

As the targeted audience is very young, most of the time not-yet readers, the quests are simple. 
The pad button are introduced one by one and the settings are not relying on complex maps. Long 
distances are crossed though kinematics. The following are some examples for the places and 
actions. Secondary quests for collecting plants and specimen are always available. 


Treasure Island 

This is where the game starts. The advantage of the island being that there are plenty vegetation 
to collect and plenty animals to encounter and feed. 

There is no danger in the island. The player is able to explore the different regions starting by the 
beach where Scout collects some shells for Marie among other stuff. In the forest Scout 
encounters monkeys which are preventing him to go deep in the forest, harassing Scout a bit. 

Under Marie's advise, Scout collects bananas and becomes the monkeys' best friend. 

They then offer Scout several mini-games like : 

-music with coconutshells 

- "where is the nut?”: three coconut shells on a "table", a nut is placed under one shell, 
the three shells are moved, where is the nut ? 

- "running in the forest": run in the forest following a monkey slaloming between trees 
and jumping over obstacles 


Now able to enter the forest, Scout discovers several interesting places like an inner lake below 
magnificent falls. Pym then provides Scout with some materials in order to build a fishing rod and 
get some fishes for dinner. 

The same tools also allow Scout to heal and injured monkey with a broken leg or to build a torch 
in order to explore a cave found near the falls. 

Getting out of the forest, Scout finds a broken bridge preventing to go further. Getting back to 
Pym he gets his assistance to fix the bridge and then accesses a higher plateau where hints lead 
Scout in a treasure hunt. 

Within the treasure, a unique diamond appears to fit exactly in Pym's design for his machine 
upgrade and as soon as Scout retrieves all lost parts of the Ship, they are able to depart to ... 
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Professor Pym's space & time machine arrives in Pharaohs' Egypt with a crash on the site of a 
pyramid in building. 

The crash scared the animals used to carry all materials and the first task of Scout is to help the 
locals to bring back the animals to the site. 

Sadly some materials are lost for good. Scout and Marie (or Pym) are then sailing the Nile to find 
new suppliers able to supply the site. During the journey on the Nile, Scout sees amazing 
landscapes, can fish, has to resolve a situation involving hungry crocodiles in order to be able to 
get out of the boat safely. 

Once back to the pyramid, Scout can explore it. Lost in the labyrinth of the pyramid, Scout is able 
to find his/her way back thanks to a device provided by Pym (mini-game in which the player finds 
his/her way thanks to sound and vibration of the pad when he/she is turned in the right 
direction). 

And many more simple quests and mini-games before new adventures in: 

- a city underwater where Scout crosses path with non the less than Captain Nemo, 

-the wild West 

- a futuristic base on a comet 
-a medieval world 

- Marie's steampunk city 
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©to toprto lurmlaii 

Sandbox universes for child 

As mentioned earlier, Young Explorer's ambition is to offer young children a good initiation to 
video gaming, and more specifically to next-gen consoles video-gaming as through the mini- 
games they learn one by one the different buttons of the gamepad. 

Actually I am not thinking about using the triggers and front button before the third or fourth 
worlds. 

If players have to achieve quests in order to open new worlds, they stay able to go back to 
previously explored one. 


Equipment or "Legendary" Items 

Even if the player is not making the playable character better like in RPG, he/she is rewarded for 
achievements in game with several items seen on the character and on the HUD (medals 
appearing on the right hand of the screen for example). 


Animals Creatures in the World 

Worlds visited are alive and that is also made possible by the fact that Scout encounters several 
animals in game. Some are just part of the landscape (distant birds, butterflies, ...), others can be 
feed or offer Scout some mini-games to play. 


Parents gameplay [with children] 

Any time in exploration phase, a parent can join the children playing with a second gamepad. The 
parent can either play Pym or Marie. As the hours of game go by, this choice becomes more and 
more strategic as like in Lego games, the playable characters offer different advantages (for 
example Marie is better to detect plants and animals while Pym is better to identify items). 

Some many games accept cooperation. 


Parents gameplay [solo] 

A parent can play on his own to the game and explore the lands. Doing so, he is able to design a 
path or to highlight places for the children. 

Next time the children play he/she will see the path or giant beacons (huge columns of light) 
which highlight places to check. 


